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WARGAMING

"Wargames are about understanding, not knowledge. They are about ideas, not
facts. They are about people, not technology. They do not help us make better
decisions through their outcomes. Rather, they help us make better decisions by
sharpening and refining the stories we tell ourselves."

T

HE JOINT WARFARE Centre's (JWC)
wargame design capability was born of innovation to accelerate Alliance learning and alleviate increasing exercise complexity. Over the last
two years, the JWC heard a growing demand
signal from our customers for quick turn training events to address emerging concepts and
complex problems that are not currently tackled in our hallmark command post exercises
(CPXs). In addition to the demand signal for
more agile training methods, the JWC recognized an increase in exercise complexity due
to additional training audiences and a corresponding increase in training objectives.
During the JWC's Fit for Future and
Vision 2025 workshops in late 2019 and early
2020, staff formed a plan to partially address
both opportunities of accelerating Alliance
learning and reducing exercise complexity using wargames. The plan comprised four lines of
effort (internal training, planning and design
process documentation, external engagement,
and a proof-of-concept wargame) and advanced
the JWC's wargame design project to initial operational capability (IOC) by February 2021.
The first step towards developing a
wargame design capability was training a core
team of staff on the basics of wargaming. Staff
members with established CPX expertise in

the functional areas of project management,
warfare development, analysis, scenario, and
modeling and simulation met weekly to discuss how their respective functional area
would contribute to the JWC's wargame design capability. Underpinning these conversations was a set of landmark wargaming textbooks that aided in applying the team's CPX
expertise to wargaming.
In addition to reading about and discussing the basics of wargaming, the team
coordinated a more tangible training event. A
commercially available matrix wargame provided the core team, and many other JWC staff
members, the opportunity they were looking
for to test out this newly acquired wargaming
knowledge. The team captured observations
from their internal running of the game in the
JWC Observation Reporting Tool (JORT) and
fed those observations into the next step of
building the capability: documenting the planning and design process.
In July 2020, the wargaming core planning team held two two-day Wargaming
Standing Operating Instruction (SOI) writing workshops. Using the JWC's "Planning of
Exercises Standing Operating Procedure 800"
(SOP 800) as a template, each team member
authored their respective functional area's SOI
content, and presented their content to the
broader team to ensure consistency.
Debates during these workshops forged
the team's shared understanding of what a
wargame means to the JWC, and the Centre's
wargame delivery level of ambition. By the
end of the workshops, the team had a draft

"Wargaming SOI" to be iterated upon using
observations from the design and delivery of
the JWC's proof-of-concept wargame.
During this period of internal training
and SOI-drafting, the JWC was awaiting responses to Commander JWC, Rear Admiral
Jan C. Kaack's call for wargame topics from interested NATO Centres of Excellence (CoEs).
Of the responses received, the wargaming core
planning team chose the Civil-Military Cooperation (CIMIC) CoE's "Resilience through
Civil Preparedness" topic as the focus for the
JWC's proof-of-concept wargame.
Coordination with the CIMIC CoE
began in earnest in late July 2020, with initial
discussions dedicated to understanding and refining the CIMIC CoE's wargame objective and
assumptions. The JWC and CIMIC CoE collaboratively named the wargame "WISE AEGIS".
The first word starting with "W" identifies the
event as a wargame, with "wise" specifically chosen for the game's intent to be educational. The
second word, "Aegis", refers to the Greek goddess Athena's magical cloak: a defensive shield
that is soft, yet strong, symbolizing the game's
topic of civil-military interaction.
Mirroring NATO's exercise planning
process, the team held an initial planning conference (IPC) in September 2020. The IPC
codified the wargame's objective, overarching
parameters, and deliverables timeline in a game
specification (GAMESPEC). Concurrent with
these activities, the JWC hired the U.S. Naval
Postgraduate School's (NPS) mobile training team to deliver their "Basic and Advanced
Analytical Wargaming" courses at the JWC. The
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VISION 2025

Dr ED McGrady

The JWC's wargame design capability can have the same, if not even
more, impact on myriad other complex problems such as targeting and
logistics, and operationalization of new concepts such as the Deterrence
and Defence of the Euro-Atlantic Area (DDA).
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"Our goal is to establish a wargame capability for NATO by combining
the Joint Warfare Centre's unique exercise expertise with exciting new
professional development opportunities in order to build the necessary
skills, knowledge, and competence within the organization."
— Rear Admiral Jan C. Kaack

WARGAMING

JWC Wargaming Branch
The game's successful completion checked off
the wargame design capability's final IOC criteria, so Rear Admiral Kaack declared IOC on
February 12, 2021. To institutionalize wargame
design as an enduring capability of the Centre,

ABOVE: The NATO Civil-Military Cooperation Centre of Excellence used the JWC's wargame at their "Resilience Through

Civil Preparedness" course. The virtually delivered course is a huge return on the JWC's "training-the-trainers" approach
in delivering a wargame. Photo by CCOE.

on March 19, 2021, the Commander created a
five-person Wargaming Branch and a 50-person wargaming cadre. The Wargaming Branch
will lead the design, development, and delivery
of JWC's wargames and leverage the functional expertise of the wargaming cadre to ensure
seamless integration of wargames into CPXs.
In addition to creating a Wargaming Branch
and cadre, Rear Admiral Kaack also approved
a DOTMLPFI (doctrine, organization, training, materiel, leadership, personnel, facilities,
and interoperability) development plan that
expanded upon and added more details to the
original four lines of effort that brought the
capability to IOC. The development plan, now
in execution, culminates in a fully operational
wargame design capability by the second quarter of 2022.
In the capability's current IOC state, we
are already seeing how the benefits of wargame
reuse and cost efficiency support our overall
goal to accelerate Alliance learning and alleviate increasing exercise complexity. The CIMIC
CoE, for example, used WISE AEGIS in their
"Resilience Through Civil Preparedness"
(RtCP) Course, and plans to use a modified
version in their NATO CIMIC and Civil-Military Interaction Higher Command Course.
Additionally, an RtCP student from a
component command has since brought the
game back to their headquarters for further
use. Already, one wargame is seeing at least
three uses to teach CIMIC principles in an engaging, thought-provoking way.

Wargame reusability emphasizes the capability's cost efficiency. Eleven staff members
working part-time on WISE AEGIS created a
wargame in less than six months that reached
more than 100 participants and observers
within a month of its release. That is at least
100 more people who now better understand
how an operational-level command can use
civil-military interaction to enhance RtCP.
The JWC's wargame design capability
can have the same, if not even more, impact on
myriad other complex problems such as targeting and logistics, and operationalization of
new concepts such as the Deterrence and Defence of the Euro-Atlantic Area (DDA). With
the JWC's Wargaming Branch and wargaming cadre, the Centre will deliver bespoke
training and problem exploration wargames
at the speed of relevance and work with exercise planning teams to design wargames that
reduce exercise complexity while increasing
training value. The JWC's wargame design
capability is taskable now through the JWC's
Commander and the Centre's wargaming cadre is thrilled to offer this capability to the Alliance's organizations and Nations.

A full description of the games and
their analysis can be found in the WISE
AEGIS Final Report, which is available
to interested parties by contacting
pao@jwc.nato.int
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courses reinforced the wargaming core planning team's self-study, expanded wargaming
knowledge to additional JWC staff members,
and progressed the design of WISE AEGIS.
The COVID-19 pandemic interfered
with initial plans, but those involved persevered, and the courses were delivered in person
at the JWC in October 2020. Select JWC staff
members also earned a certificate in wargaming from the U.S. Military Operations Research
Society (MORS) to deepen their wargame design expertise. The NPS instructors, U.S. Army
Colonel (Ret.) Jeff Appleget and U.S. Army
Colonel (Ret.) Robert Burks, seamlessly integrated wargame design methodology lectures
with practical exercises to advance the design
of WISE AEGIS. The 20-student course, split
into two syndicates, produced two prototype
games for CIMIC CoE down-selection. The
CIMIC CoE found value in both games, so
both were developed to completion for delivery in February 2021.
Following the NPS course, and given the
global COVID-19 situation, the wargaming
core planning team converted the in-person
WISE AEGIS blended matrix/board-format
wargames into virtual, distributed wargames.
Critical to the games' success were two rounds
of JWC-internal playtesting, allowing fresh
eyes and constructive criticism from the JWC's
Transformation Delivery Division to help the
game designers spot and fix flaws before execution with the customer.
Also imperative to the games' success
were the extensive rehearsals conducted with
game control (GAMECON) and all wargame
players a week before game execution. Potentially derailing issues such as microphone/
speaker feedback loops and player unfamiliarity with the games were averted thanks to the
rehearsals. Execution saw 65 people participate
via a virtual platform from 23 organizations
across 12 NATO Nations, and included players from NATO HQ, the NATO Command
Structure, the CIMIC CoE, industry, a NATO
national joint headquarters, and a NATO nation's centre for security.

